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With the rapid development of computer graphics technology,artificial 
interlligence,human-computer interaction technology,sensing technology. With the 
increasing popularity of mobile smart devices,hardware performance continues to 
improve,more and more rich applications developed for mobile intelligence platform to 
improve ,Digital interactive content development based digital means gradually from 
the PC platform interactive services to the mobile intelligent terminal development, 3D 
virtual landscape simulation system developed on the PC platform has many years of 
accumulated technology, Virtual simulation technology computer hardware support on 
the PC platform,accurate simulation fo the space environment in the real world, 
Coupled with a good interactive performance,can give the user to create other ways to 
experience unmatched in the real sense of immersion. 
This project draws on the experience of the three-dimensional virtual landscape 
simulation system developed on the PC platform,the design and implementation of 
research based on the 3D virtual landscape system IOS platform. Mobile smart device 
easy to carry, easy to operate,by the impact of time, space,. as well as the good 
performance of human-computer interaction advantages. Combined with the 
landscape(building)Visualization System.Greatly expand the use of mobile smart 
devices. Anoter drawback for most virtual simulation system is the lack of real changes 
in the physical environment. The system’s clever use of game development engine 
UDK dynamic lighting changes,the atmospheric environment changes over 
time,improve the user’s sense of real-life experience. 
The main contents of this paper is based on the requirements of mobile smart 
devices, a full-featured, interactive virtual display system for smooth 3D 
landscape .The subject first ananlyzes the development status of the virtual simulation 
system, a brief description of the research background and significance of virtual 
simulation system based on mobile smart devices. Second,the described in the technical 















building three-dimensional model to create technology, plants ,terrain,environment 
creation technologies as well as Kismet the visualization script editor Kismet with 
Matinee MS the UnrealScript program,and Visualstudio script development. Detailed 
functional requirements of the system, including user group analysis ,functional 
requirements and non-functional requirements analysis. And the overall design of the 
system based on the needs analysis results.Finally, a detailed description of the 
production process and integration of system resources, and shows the functional 
modules of the system design and implementation, and system testing instructions. 
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发平台 UDK 引擎的介绍和特点，移动平台开发的一般流程、IOS 平台的开发环
境等。以及三维虚拟景观制作中涉及的工具介绍，包括建模类工具、植被创建类
工具、脚本编程类工具等。 
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